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OBJECT 



To score as many point'. ( || | H ••••••I 'I" I >y 

changing the colour ol tin* < til ><••• mi ll» 
pyramid from a stalling eoloui Ion 
destination colour. You'll do 1 1 1 1 *. I>y 
hopping Q'bert Ironuulie to | ubl 
while avoiding the "nasty" < Ihiiik lor. 
who try to stop him. Each limn y< >u 
complete a pyramid, you'll proc«d«tO 
a new pyramid - or round. ( omplitl 
as many rounds as you < an. I Ihm <• m ■• 
nine game levels in all with loui mm id', 
per level. 



SETTING 



THE CONSOLE 
CONTROLS 



1 


Place the game cartridge into 
the cartridge slot. 


2 


Press down the 
POWER/RESET button. 


3 


You'll see a demo screen with 
Q*bert hopping on four cubes, 
showing how he reaches the 
destination colour for that 
round. When he's done, the 
screen changes and you're 
ready to begin the game. 
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Use the joystick to hop Q'bert from 
cube to cube. Remember, Q'bert hops 
only in the diagonal directions shown. 
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PLAYING 



You'll start the game with seven 
Q*berts. The first Q'bert appears on 
the top cube when the game starts. The 
number of Q'berts remaining is shown 
on the left of the screen. 

Try to hop Q'bert onto each and every 
cube so that eventually the entire 
pyramid becomes the destination 
colour. The destination colour indicator 
is to the left of the pyramid. 

Be careful not to hop Q'bert off the 
sides or the bottom of the pyramid. If 
you do, he falls and you lose that 
Q'bert. When this happens, the next 
Q'bert will appear on the top cube 
ready to try again to complete the 
pyramid. 



■ m 
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mhmi RED BALL 

^ 1 When Red Boll storts down the pyrnmid. gel Q * bet ! oul 
^^K^ P I of its polh or it will squosh him! If this happens, the next 
^^F 1 Q'bert will appear on the cube where the last one was 

^^F ^^H squashed. 


H| ■ FLYING DISCS 

^^^^^^^^^^^ Win. ii Q'bert s in trouble, he can board a flying disc 
^_ ^J that will whisk him off to safely at the lop of the pyramid. 

^ft^^^^^^^^^^l The number of discs and Iheit placemen! lo ihe sides of 
1 Ihe pyramid will differ depending on ihe game level and 
1 round. 
1 Just make sure Q'bert boards the flying disc from Ihe 

^^^^^^^^^^^^^ correct exit cube or else he'll foil off the pyramid. 


|M^M PURPLE BALL 

^^H 1 Poses the same kind of danger as Red Ball, except thai 
^H^ g 1 whenPurpleBallreachesthebottomolthepyramid.il 
^^^T 1 hatches Colly the snake! 


^^^H COILY 

1 He's the snake with the perilous pounce! The only way lo 

^V' ^^H^^^J gel nd of Coilv 's to lure him oil ihe pyramid by hopping 
^^^^^^^^^^ BH ng disc. 

|^^^W^^^^ nfl The best way lo do this is to hop Q'bert onto the nexl 

^^ ^^^^H exit .(There is only one correct exit cube for each 

^^^_ ^^^^^^H Hying due.) Then, as soon as Coily approaches ihe exil 

^L^_ ^^BB tube", hop Q'bert aboard the fiymg disc. Q'bert flies off 

^^P™ ^^Hl lo safely al Ihe lop of 'he pyramid while Coily foils mlo 

LJ 1 space. 


^■■■1 SLICK 

^^Hf 1 Even though Slick can't catch Q'bert. he s still a very 
^^^F £ 1 crafty fellow. He changes the cubes colours so Q'bert s 
^^^j 1 got lo retrace his tracks. Q'bert can slop him. however, 
^V ^H unning in to him. 


■■^V WRONGWAY 

^^^^^^^^^^B Wrongway appears on ihe bottom corners of the 
^^^H^^^^B^^^H pyemia 1 and travels sideways and upwards, ready lo 
^P ^^^^^^^^B jump on Q'bert. If he does, the nexlQ'beM will appear 
Bfi 1 on the cube where the last one was lumped. 

Ek-zl 


^MM GREEN BALL 

^^ 1 Green Boll is the other green character that can't cotch 
^F _ V 1 Q'berleilher.ButifQ'berlcalchesGreenBoll.allthe 
^^F ™ ^^|l characters except Q'bert freeze for a moment and 
^^P 1 Q'bert can continue to hop and change the colour of 

^^^^^^^M Ihe 
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END OF GAME SCORING 



The game ends when you run out of 
Q'berts. After a brief pause the game 
restarts at Level 1, Round 1. 

To select a different level press RESET. 





Q'bert changes the colour of a cube 


1 POINT 


Q'bert lures Coily off the pyramid 


25 POHMTS 


Bonus points 


50 POINTS 

for completing 
each round 


EACH TIME YOU SCORE 300 POINTS YOU GET AN 
EXTRA Q'BERT. 



High score for games played 
appears at the bottom lefthand side 
of the screen. As soon as you beat 
the high score, you may enter your 
name. It will appear where you see 
the question marks. High score resets 
to zero when the unit is turned off or 
when the RESET button is pressed. 
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IN CASE OF DIFFICULTY USING THIS PRODUCT, PLEASE CONTACT YOUR NEAREST CONSUMER RESPONSE DEPARTMENT. 



IN THE U.K. AND IRELAND 

THE PALITOY COMPANY, 
OWEN STREET, 
COALVILLE, 
LEICESTER LE6 2DE, 
ENGLAND. 

IN GERMANY 

GENERAL MILLS INC., 

DEUTSCHE ZWEIHNIEDERLASSUNG, 

KLOECKNERSTRASSE1, 

D-6054RODGAU3, 

BRD. 



IN FRANCE 

MIRO-MECCANO S.A., 
118-130 AVENUE JEAN JAURES, 
75019 PARIS, 
FRANCE. 

IN SPAIN 

PBP,S.A., 

HOSTALRIC (GIRONA), 

ESPANA. 



IN THE NETHERLANDS 

CLIPPER BENELUX, 
KONINGINNEWEG 6, 
1075 CX. AMSTERDAM, 
NEDERLAND. 

IN BELGIUM 

CLIPPER BENELUX, 

JETSESTEENWEG518, 

CHAUSSEEDEJETTE518, 

BRUSSEL, 

BELGIE. 



ELSEWHERE IN EUROPE CONTACT: THE PALITOY COMPANY, ENGLAND. 
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